
^ $3.95/$4,95 CANADA Vol. 5 No 


Disclay Jnti Vlarcn 10 1902 






























In The Magic Candle, 1989’s role-playing game of 
the year, you saved the lands of Deruvia from the 
foul archdemon Dreax! But that triumph is past! 

Now the Candle Bums at the Other End! 


,THE FOUR AND FORTY 


a t the other end of the 
world, far across the 
\ Sea of Oshmar, lies the dire continent of 
\ Gurtex, where the Children of Light are 
I * preparing a campaign against the grow- 
V ing Forces of Darkness. 

But the vile leaders of Darkness have 
trapped the lost guardians of the Magic 
Candle in evil candles of their own! 

New magic! New monsters! New skills! 
Old friends and enemies, from brave Rexor and 
wise Ziyx to the Mad Wizard and the Ogre King! 

Automatic maps! Automatic combat! You 
can even turn combat leadership over to one 
of your trusted companions! 

Best of all, automatic note-taking! The com¬ 
puter keeps track of your conversations and 
discoveries. You can print them out, save them 
to disk, and search through them to remember 
exactly what that little halfling said. 

King Rebnard needs your help again! Dozens 
of other non-player characters wait to join your 
quest! Will you make the journey to Gurtex? 
Will you learn the secret of the Four and Forty? 


MMERAFT 


2341 205th Street, Suite 102 
Torrance, CA 90501 


To order, see your retailer or 
iL call Electronic Arts Distribution 
at (800) 245-4525. 






















OH NO! 

TM 

MORE LEMMINGS! 


80 Brand New LEMMINGS Adventures! 



Just when you thought they were finally safe, those green haired numbskulls have 
blissfully blundered off towards new perils. You’ll have to save them again! 
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STRATEGIC SIMULATIONS, INC. 


The most complete 

RE-ENACTMENT OF THE WAR 
THAT DIVIDED A NATION! 


No Greater Glory 
covers all aspects of this 
immense war: military, 
political, diplomatic and 
economic — even popular 
opinions of the time! 
You are Lincoln...or Davis. Choose your 
lenerals, cabinet members and foreign envoys 
from leading politicians and military officers 
of that period. Move your armies across the 
map and order your generals to take them 
into battle, on land and sea. 
'COflCLo tach turn equals three 

months, divided into such 
phases as recruitment, 
campaigning, taxation and diplomacy. 
T"7 The “point-and'dick” interface plus 
/ beautiful graphics make this game 
/■■ . easy and quick to play. 

_ No Greater Qlory. 

The first computer game to cover 
" T ‘ fj the Civil .War—in its entirety! 


THE AMERICAN CIVIL WAR 














EDITOR’S NOTES 


If you hadn't noticed, we're ringing in the new year with a new 
name: Game Players PC Strategy Guide is now Game Players PC 
Entertainment. In light of our expanding coverage, we believe 
that our new title more accurately describes what this maga¬ 
zine is and what it's becoming. 

Over the past year, we've increased the number of games 
covered, and we've broadened our editorial scope by address¬ 
ing topics such as entertainment software with educational 
value, how to optimize your PC for today's memory-hungry 
games, how to get started with MIDI, what to look for in a 
sound board, and more. We plan to continue covering the 
broad spectrum of topics that apply to PC game players in the 
90s — and we're excited by the possibilities. We have lots of 
new ideas on the table, many of which we'll be translating into 
informative, enlightening articles in the months ahead. 

While we're exhilarated by these changes, we remain 
steadfastly committed to bringing you the kind of coverage 
that has made this magazine successful. Our main focus will 
continue to be on close-up, critical, and comprehensive looks 
at all the categories of entertainment software — military and 
sports simulations, role-playing games, graphic adventures. 

Next issue, we'll be announcing the winners of our annual 
PC Game Awards. Once every year, the Game Players staff 
chooses the best title in each game category and presents 
trophies to the winning publishers. It's never an easy job 
deciding which games are best, but it's always a lot of fun for 
us and something we look forward to. 

We have big plans for '92, and we're more committed than 
ever to delivering the best coverage around for PC gamers. So 
stay tuned — you don't want to miss any upcoming issues of 
PC Entertainment. 
















Nobody Laughs When This 
Pirate Plays With Dolls. 
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AMARILLO SLIM DEALER’S 
CHOICE 


HOME ALONE 



























A Fantasy Role-Playing Simulation by D.W. Bradley • 

CRUSADERS 

of the 

DARK SAVANT 


Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its lead. 
It's everything Bane was...and more. 


256 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects • Auto Mapping 
True Point & Click Mouse Interface • Unprecedented depth of story 


SIR-TECH 

Ogdensburg Business Center, Suite 2E Ogdensburg, New York 13669 
To order or for a dealer nearest you call 

1 - 800 - 447-1230 
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THE IMMORTAL 


It is with great sadness that 
you learn of the disappearance 
of your old teacher, the wizard 
Mordamir. His research into 
the mystic arts had taken him 
to Erinoch, a city destroyed 
many years ago by a powerful 
dragon. Under the ruins lies 
the mysterious Labyrinth, 

possibly a source of great magic 
power. Some say the dragon 
still lives there, sleeping deep 
beneath the earth. 


appears, and bad choices made 
early on can easily come back 
to haunt you. 

The Immortal is also avail¬ 
able for videogame systems, 
and if you're familiar with those 
versions you should know that 
the PC adaptation has its 
strengths and weaknesses. It's 
by far the best animated, and 
the graphics are adequate (if 
not outstanding), but it lacks 
the spectacularly gory deaths 
that punctuated the Sega Gen¬ 



The Immortal unfolds for 
the most part in real time as 
you wander the Labyrinth, 
searching for clues to the 
whereabouts of your lost 
teacher. The angled 3-D per¬ 
spective takes a little getting 
used to, but it gives the game a 
look like no other. During the 
arcade-style combat se¬ 
quences, the game switches to 
a wonderful close-up view, 
where you actually have to 
fight each monster hand-to- 

The Labyrinth is eight 
levels deep, and the biggest 
challenge in each stage is just 
figuring out how to get to the 
next level. There's a lot more 
going onin this game than first 


esis version. The action is a little 
hard to control with a PC joy¬ 
stick, although the fight scenes 
are surprisingly easy. 

Overall, though, it's still the 
same game: an interesting 
combination of action, strategy, 

to challenge almost any player. 


-J.L. 



THE SECRET CODES OF 
C.Y.P.H.E.R: OPERATION 
WILDLIFE 


This educational title, the first 
from newcomer Tanager Soft¬ 
ware, is a hybrid game of 
strategy, puzzles, and deduc¬ 
tion. The game's strength lies 
in what it teaches — more than 
1400 facts about 87 different 
mammals. The weakness is in 


The storyline, with a de¬ 
cided nod to the Carmen 
Sandiego series, puts you in the 
role of secret agent for 
C.Y.P.H.E.R., an organization 
whose purpose is to provide 
clients with a confidential 
message-delivery system. 

The game's various sub¬ 
plots — and there are many — 
seemingly unrelated. You 
start by selecting a client whose 


world of mammals. Answ 

rectly and fellow agents will 
’ "ver coded messages that 
you can choose to receive and 
ade in English, sign lan- 
ge, semaphore, or Morse 
code. Decode ten messages and 
your client's case is solved. 
During the process, you'll en¬ 
counter enemy agents, but their 
presence throughout play is, in 
effect, gratuitous. 


While it's clear how all the 
game components interrelate 
after you've played a few times, 
it's not clear why they relate. The 
result is a game with a con¬ 
trived and somewhat dense 
premise. Nontheless, we en¬ 
joyed the game and learned a 
great deal about the animal 


kingdom after we choose to ig¬ 
nore the overall purpose of the 
storyline. 

C.Y.P.H.E.R. is in many 
ways a noble first effort for 
Tanager — there's lots of good 
information packed into the 
game, the skill levels are well 
defined, and the graphics work 
is quite good. In future releases, 
we'd prefer a simpler, more 
rational game story platform 
that does a better job of cutting 
to the chase. 

—L.E. 
























THE BLACK GATE 


ORIGIN presents A LORD BRITISH PRODUCTION 

"ULTIMA VII - THE BIACK GATE" 

Starring THE AVATAR, IOLO, SHAMINO, DUPRE', and BILLJOHNSON as "The Guardian" 
Programming KEN DEMAREST III, HERMAN MILLER, ZACHARY SIMPSON, JEFF WILSON, TONY ZUROVEC 

Technical Design Assistants ANDREW MORRIS, JOHN WATSON 
Art Direction BOB COOK, JEFF DEE, KARL DOLGENER, GLEN JOHNSON, DENIS LOUBET, GARY WASHINGTON 
Audio Director MARTIN GALWAY Music DANA GLOVER 
Sound Effects MARC SCHAEFGEN, NENAD VUGRINEC Writing JACK HERAAAN, BETH MILLER 

Executive Producer DALLAS SNELL Associate Producer A IAN GARDNER Screenplay RAYMOND BENSON 
Producer and Director RICHARD GARRIOTT 
Available in Retail Stores or call 1-800-999-4939 for Visa/MC Orders 

Released by 


Ultimo, The Block Gate. Avatar, Lord British, lolo, Shamino, Dupre, The Guardian are 
trademarks of ORIGIN Systems, Inc. © 1991 ORIGIN Systems, Inc. 



mORIGIN 





If you've 
already added 
a sound board 
to your 
computer, a 
good pair of 
speakers can 
make a big 
difference in 
sound quality 



SMtl 


















system—or if it's in a different 
room from your computer — 
you'll have to consider some 
alternatives. Maybe you have a 
boombox withauxiliary inputs. 
Some stereo TV sets let you 
plug in an external sound 
source, too. 

If those alternatives are 
unworkable, you may be in the 
market for a pair of speakers 
devoted exclusively to your 
computer. Buying speakers for 
a computer so you can play 
games may seem wacky, but 
rest assured that it's not. In fact, 
giant companies such as 


Microsoft, IBM, and Tandy are 
currently pushing a buzzword 
called multimedia, and high- 
quality sound is a vital 
cornerstone of the concept. (If 
anyonequestionsyourmotives, 
hintthatyou're upgrading your 
system for future multimedia 
applications. Before long, 
they'll be asking you for 
advice.) 

Buying speakers for a 




a little e 




buying speakers for a home 01 
car stereo system. To begin 
with, there aren't as many 
speakers to choose from. For 
the best results, you need 
speakers which are self- 
amplified or self-powered. 
Ordinary speakers, such as the 
ones connected to most home 
stereos, are powered by a 
separate receiver or amplifier. 
The speakers themselves are 
passive devices which have no 
amplification of their own. 
Computer sound boards lack 
the power to drive all but the 
smallest passive speakers. In 
fact, some manufacturers (such 
as Ad Lib) warn that your 
sound board may be damaged 
if you attempt to drive passive 
speakers without amplification. 

That means you must either 
buy an amplifier to go along 
with a pair of passive speakers, 
or take a shortcut and get self- 
amplified speakers. Amplified 
speakers (also called active 
speakers) contain their own 
small audio amplifier and 
power source. Some amplified 



portable and therefore 
batteries, possibly with the 
option of adding adapters so 
you can plug them into a wall 
socket or a car's cigarette 
lighter. Others (the more 
powerful ones) require wall 
current. Some models have 
their own controls for volume, 
balance, and tone, and some 
are shielded to prevent them 


from interfering with TVs and J 
videomonitors—animportant 3 
consideration if you're placing jj 
powerful speakers near your ‘ 
computer. 

Despite their minor dif- 
ferences, all amplified speakers 5) 
of this type have one thing in " 
common: they're small. In fact, 
some of them look ridiculously 
small, especially if you're 
accustomed to measuring high 
fidelity bythesizeand number 

But thanks to the miracles 
of modern technology, today's 
small speakers can pump out 
remarkably big sound. Some of 
the better models use space- 
age materials for the speaker 
cones, oversized magnetic coils, 
and computer-designed 
enclosures. Theoretically, no 
loudspeaker can accurately 
reproduce the sound of an 
instrument whose sound hole 
is larger than the diameter of 
the speaker cone. But gone are 
the days when small speakers 
were conspicuous for their 
tinny, distorted sound 
reproduction. 

Now there's a wide 
selection of respectable 
amplified speakers, and the 
selection is growing all the time. 
Prices range from under $30 a 
pair to $400 and up. And as 
with most consumer items, 
higher prices generally mean 
higher quality. 

To give you enough choices 
to fit your budget, we've 
compiled a list of amplified 
speakers suitable for use with 
computers. Although this isn't 
a complete list of every speaker 
available, it covers the range 
from quite inexpensive to 
moderately expensive. We've 
been testing some of these 
speakers ourselves for quite a 
while, and our comments are 
noted. As always when buying 
speakers, try to audition them 
before you buy. 


SPEA/CEPS 












































"MIND-BOGGLING ATTENTION TO DETAIL - 
LOOKS LIKE THE IDEAL TRAINING GROUND FOR 
ALL BUDDING ASTRONAUTS" 






Realistic Minimus-0.4 

This system offers four-inch 
drivers with separate bass and 
treble controls. Audio output 
is 1.5 watts per channel. The 
unshielded plastic enclosures 
snap together for portability 
and have a carrying strap. 
They're battery powered, but 
110-volt AC and 12-volt DC 
adapters are available. We've 
tested both these speakers and 
the more expensive Realistic 
Minimus-0.6 models, and 
despite the slightly lower 
power output, we think these 
sound better. They also require 
only half as many "C" batteries 
(four instead of eight). List 
price: $29.95/pair. 



JPJealistic 40-1303 

These unusual-looking speak¬ 
ers come with their own tote 
bag that has room for a Sony 
Walkman-style personal stereo. 
Each tripod-mounted speaker 
contains a three-inch woofer, a 
piezo tweeter, and delivers 
three watts per channel. They 
run on battery power, but 110- 
volt AC and 12-volt DC 
adapters are available. List 
price: $49.95/pair. 

JJony SRS-200 

This is Sony's most powerful 

speakers. The SRS-200 is rated 
at 27.5 watts per channel with a 
frequency response of 45 to 
20,000 hertz. To pump up the 
bass, there's a special circuit 
known as Dynamic Bass Boost 
(DBB), similar to those found 
in many boom boxes. The 
enclosures are magnetically 
shielded and have two types of 
input jacks. The system requires 
110-volt AC wall current. List 
price: $299.95/pair. 


^onvSRS-170 

This system is similar to the 
Sony SRS-200 but with less 
power —15 watts per channel 
at 45 to 20,000 hertz. The DBB 
circuit emphasizes thebass,and 
the enclosures are shielded. AC 
wall current only. List price: 
$249.95/pair. 

^ony SRS150 

With 20 watts per channel at 45 
to 20,000 hertz, the SRS-150 
packsalotof punch for its price. 
Both line and headphone-type 
jacks are provided, and the 
enclosures are magnetically 
shielded. AC wall current only. 
List price: $199.95/pair. 

§onySRS-77G 

The battery-powered SRS-77G 
normally deli vers five watts per 
channel at 100 to 20,000 hertz, 
but reaches ten watts per 
channel when powered from a 
12-volt DC car battery through 
an included adapter. The 
speakers have volume controls, 
are water resistant, and have 
carrying handles for portability. 
List price: $199.95/pair. 



SonySRS-77C 


jjony SRS-67 

This speaker system runs on 
battery power or 110-volt AC 
wall current using the included 
adapter. It delivers five watts 
per channel at80to20,000hertz 
and features a bass-enhance¬ 
ment design. The enclosures 
are magnetically shielded and 
have independent volume 
controls. List price: $179.95/ 
pair. 

^onySRS-57 

I A lower-powered version of 
the SRS-67, this system delivers 
three watts per channel and 


runs on batteries or AC current 
(adapter included). It has DBB 
and a frequency response of 100 
to 20,000 hertz. Each speaker 
has its own volume control. 
We've been testing the SRS-57 
for several months and are 
favorably impressed; it has 
good, clear sound. List price: 
$129.95/pair. 

§|nySRS-55 

Another variation of the SRS- 
67/SRS-57 design, this battery- 
powered system is rated at three 
watts per channel with a 
frequency response of 100 to 
20,000 hertz. It has a volume 
control and a DBB circuit for 
bass emphasis. List price: 
$99.95/pair. 

Jj^ony SRS-37 

Rated at 1.2 watts per channel 
with a frequency response of 
180 to 20,000 hertz, these small 
battery-powered speakers join 
together for easy portability. 
Each enclosure has its own 
volume control and power 
switch. We've been testing this 
model, and although the bass 
response is understandably 

remarkably good for its low 
power rating. List price: $79.95/ 

gonySRS-27 

This is a lower-powered version 
of the SRS-37, delivering 0.4 
watts per channel with a 
frequency response of 250 to 
20,000hertz. Another difference 
is that it lacks volume controls. 
List price: $49.95/pair. 

gon y SRS-17 

This is Sony's lowest-priced 
amplified speaker system. The 
SRS-17 is rated at 0.1 watts per 
channel with a frequency 
response of 300 to 20,000 hertz. 
Like the similar SRS-37 and SRS- 
27 models, the boxes join 
together for easy transport. List 
price: $39.95/pair. 

OP 















UMSII-NATIONS AT WAR«PLANET EDITOR 

Any Army, 

Any Time, 

Any World. 

Imagine The 
Possibilities. 



Universal Military Simulator II gives you the 
power and flexibility to design and wage wars 
with forces from history as well as your 
imagination. Now, with the UMS II Planet Editor, 
you can create these epic battles on any world 
you can envision! 

So much power has never been so easy to use. 
A flexible, intuitive, point-and-click interface 
lets you customize your world quickly and 
accurately. Create the terrain features you want 
as fast as you can decide where to put them. You 
have complete control over the shape and size of 
continents, terrain type, weather patterns, 
altitude levels and more. 


Most importantly, any world you design is 
completely compatible with UMS II: Nations At 
War. Import any of your worlds and populate 
them with military forces you select. There's 
really only one limit to the power of the UMS II 
Planet Editor. 

Your imagination. 



SOFTWARE 


For IBM : PC/Tandy/compatibles, Amiga and Macintosh personalco 






















Passionate Patti 
Does a Little 
Undercover Work 












































Hey Hotshot! It's 1995 and the Pentagon 
has just unveiled it's brand new gunship - 
AH-73M Thunderhawk - and guess who's 
been selected to put her through her 
paces? That's right - you. 


hat the Thunderhawk combat 
r simulator has that the 
m't: 


Campaign scenarios with a multitude 
of missions 


A true world to interact with - not just 
a cockpit - but other locations and 
characters that respond to your actions 


A helicopter armed with the latest in 
weaponry, electronic countermeasures, 
functioning displays and computer-aided 


Realistic missions reflecting actual 
military conflicts and contingency plans 




































































You and your comrades will follow a 
path of clues across the adventure- 
filled cosmos on a quest to return 
the Earth to its own space-time 
continuum. Buckle up, lay in your 
course and hang on...you've just 
crossed over the PLANET'S EDGE! 


Available at your local retailer or direct from New World at 
1-800-325-8898 (U.S. and Canada) or at 1-818-999-0607. 
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Police Quest 3: 
The Kindred 

MATTHEW A. FIRME 






















After you’ve been clobbered 
by an ironing board, conked on 
the head by a rake, run over by a 

S car, burned on a stove- 
top, flushed down a 
toilet and squeezed 
through a wringer, 

- — you’ll find it’s not easy 

being Roger Rabbit. 


If you’re lucky, you’ll find 
Baby Herman before his mom 
returns, in Hare Raising Havoc, the 
first interactive cartoon. 

If you fail, though, it’s back 
to the science lab, Roger. 

And it’s all excruciatingly 
vivid, thanks to Disney’s VGA 
animation and the incredible 


cartoon To order: Visit your 

. , software retailer, or call 

soundtrack, 1-800-688-1520. 

complete with 
character 

and sound 

It’s enough 
to make you a 
glutton for 
punishment. 






















































HOW"P YOU 



SOMEONE 


ON YOUR BACK AND 


in themiddSof a little 

MACHINE GUN 

FIRE UNI FlYma 


Thrillseekeis, hold on t 


Throw in some brawling with storm 
troopers, dodging V-1 missiles and 
dogfighting amidst a squaaEdm of enemy 
filter planes, and you’ll begin to get the 
feel of what it’s like to be The Rocketeer. 

And even if you make it this far, you 
still have to rescue Jenny from a horde 
of Nazi captors, while keeping the rocket 
pack out of their hands. 

Add 256-color VGA digitized graphics 
of actors and actual movie sets, along with 
Disney’s realistic speech, music and sound 
effectsf and the excitement gets e 
intense. Z'~~ 

your seats. 

















yo u'dbettermo 
quickly. If an 


of the window, 
you might ac¬ 
celerate when 
you mean to turn. And there's 
a momentary lag when the 
cursor changes — often all it 

Although these sequences 
might do a good job of simu¬ 
lating the tedium a real cop 
faces, they seem out of place in 
a game. By the third day, you 
may find yourself dreading the 
idea of getting into your car 

Once you do reach your 
destination after that first 
drive, you're rewarded with a 
very pretty scene at the park. 



)liceworktodoat 
: the chest and 
hands of the victim, and look for some 
identification. Then take a lookaround 
the alley, and collect samples of any¬ 
thing that seems out of place. 

But the picnickers enjoying the 
lakeside vista are upset, and 
for good reason. A nearly nude 
lunatic has been running 
around, ranting and raving in¬ 
coherently. When you ap¬ 
proach him, he screams some¬ 
thing about aliens coming to 
take our water—then, without 
warning, he runs up to you, 
grabs your badge, and throws 
it into the lake! He dives in 



i you' re off-duty, vigilance always pays. Being the caring husband that 
'—natural that you would carefully read the doctor's chart on 
ke sure everything checks out. 


after it and stands in the water, 

whenever you try to calm him. 

This first bit of police work 
is full of learning experiences 
for Police Quest rookies. Obvi¬ 
ously, you'll have to get the 
crackpot out of the lake. The 
specific police guidelines in 
your manual can help you 
through almost all of the situ¬ 
ations you'll encounter. But 
some predicaments, like re¬ 
trieving a disturbed man from 
a lake, call more on common 
sense than anything. 

Do you wade in and cuff 
him? Try it, and you'll learn an 
important rule of police work 
— never put yourself at risk 
unnecessarily. Thenutcase will 
drag you under the water, 
drowning you in a matter of 
seconds. 

Search the man's clothes 
and you'll find his keys, which 
elicits an hysterical response 
from the lunatic. Noticing that 
he's fond of the keys, and since 
nothing else has drawn any 
response, you hurl the keys 
into the lake. The madman 
swears to kill you, charges 
from the lake, and grabs you 
by the throat. Once again you 
learn an important lesson: if 
you're being attacked, defend 
yourself — but remember to 
use an appropriate level of force. 

Once you've figured out 
how to deal with the lunatic, 
you'll have learned many of 


If you've correctly calculated the 
pattern of crimes, this could be the site 
of the next murder. The car sitting out 
front looks familiar—it couldn't hurt 
to slip a tracking device on it. 
the procedures that will serve 
you well through the rest of 
the game. Be alert, search ev¬ 
erything in a scene, and al¬ 
ways follow procedure. 
Whenever an odd situation 
arises, consult your police 
manual; chances are you'11 find 
the answers you need to move 
on to the next phase of the 
game. 

While most of the events 
in days two through six are 
interwoven and flow naturally 
from scene to scene, there's a 
point in the first day where 
you can very easily miss some 
important events, becau: 


iwhat's 

ing with the lu- 
called to assist 
learby freeway. 
Link that once 
you've taken care of the prob¬ 
lem you were called to respond 
to, you should just get off the 
first freeway exit and return to 
the station. But if you do, you'll 


required of yc 

You might tl 

















“llracy, Fve got 
just what you need” 

cooed BreathlessMahoney. 



“The thug 
you’re looking 
for is holed up 
on the wharf.” 
i hit the 132233 

key and returned to the squad 
car. Then I slammed the left 
B2!ii£klil all the way down 
and sped off to Pruneface’s 
hideout If I was going to crack 
this caper, I had to make him spill the beans. 

As I raced along 8th Street, 
a radio call crackled over 
the Disney Sound 
Source? “Calling 
Dick Tracy, calling 
Dick Tracy,” blared 
the dispatcher’s 


voice. “Bank robbery in progress at 9th Street and 
C Avenue.” A moment later, I arrived at the 




scene of the crime where I was greeted by a hail of 

bullets. I reached for the t0 return the 

fire. Suddenly, I went down. 

It took valuable time, but they patched me up 

and got me back out on the street. 

There was still a lot I had to T oorder-.Visityour 

' softwareretaikrorcall 

learn about this crime. l-800-688-i520. 

In the meantime, I could 
only hope that Pruneface hadn’t 


DICK 1 RACY 

' p'Vg? from 

























trigger the scenes of Marie's 
attack, and set in motion an 
automatic series of events that 
lead to day 2. And you'll miss 
some of the things you're sup¬ 
posed to do on day one. 

So after the incident with 
the pregnant motorist, stay on 
the freeway! You'll have to drive 
it's entire length, back and 
forth, until you stop — and 
ticket—a speeder, a low rider, 
and a drunk driver. You'll have 
to go to court for one of the 
cases, and that experience will 



bring about other events nec¬ 
essary to complete the game. 

Once the attack on your 
wife occurs, you'll move into 
the exciting and detailed 
search for her assailants. This 
will lead you to new locations 
and characters, and you'll have 
to put them all into perspec¬ 
tive if you're to solve this case. 
Although there are a lot of 
variables, the 
plot is always 
logical and your 

founding € 

you look h, 
enough, if you conduct your 
investigation the way Sonny 
Bonds would, you'll find the 
solutions to even the trickiest 
problems. There are no 



Armed with suspicion (and Morales' 
locker combination) you head down¬ 
stairs to find out just what she's been 
hiding — but you'll have to get the 
janitor out of the way. Be sure to take 



leaps of faith are required. 
What you will find is solid, 
enthralling, and absorbing ac- 

lenge and satisfy even the most 
demanding gamer. 


GP 


Hardware requirements: 
640K minimum memory; 
VGA graphics (EGA and 
Tandy versions available); 
hard disk required; supports 
Ad Lib, Pro Audio Spectrum, 
Roland, Thunderboard, and 
Sound Blaster sound cards; 
supports mouse (highly 
recommended). 





























ALTERNATE 

LIVES 

NEIL RANDALL 

EXPLORING A NEW FRONTIER 


system. Unlike the modules set 
in the Dragonlance universe 
(Champions of Krynn and Death 
Knights of Krynn), Gateway 
contains no special character 
types, no special rules, and no 
special occupations. Instead, it 
returns to the straightforward 
AD&D system begun with Pool 
of Radiance and proceeding 
through Curse of the Azure Bonds 
and others. A straightforward 
gaming system, but neverthe¬ 
less engrossing. 

Throughout play in Gate¬ 
way to the Savage Frontier, you're 
presented with a multi-part 
playing screen. The top left 
corner shows either a first- 
person perspective or, if you 
choose, an overhead view of 
where your party of adventur¬ 
ers is marching. 

As you explore, you en¬ 
counter non-player characters, 
monsters, and others. When 
combat occurs, the screen shifts 
to a tactical battle display. From 
here, you control the actions of 
all, some, or none of the char¬ 
acters (you can opt for the 
computer to take charge). 
Proper tactics are crucial to 


success in this game, to the ex¬ 
tent that learning the battle 
system is probably your most 
important task—it's easy to be 
overwhelmed inbattleif you're 
not truly prepared. 

Gateway's storyline puts 
you in the role of, essentially, 
defender of the realm— realms, 
actually, because this is hardly 
a unified place. The Zhentarim 
general Vaalgamon, the inevi- 
table bad guy, istryingtolocate 
four magical statuettes. These 
relics contain the power he 
needs to open a safe passage 
for his troops through the Great 
Desert. The desert borders the 
Savage Frontier to the east, 
providing it a much-needed 

sion. The Savage Frontier has 
no real leaders or defensive 
forces, so once safe passage is 
found through the desert, the 
Zhentarim will have no trouble 
taking the Savage Frontier 
completely. 

It turns out that you don't 
find out about the statuette 
storyline until several hours 
afterplaybegins.Firstyouhave 
to find the good mage Amani- 


ith Gateway 
m the Savage Frontier, w- 

playing world. As part of the 
Forgotten Realms lands of the 
AD&D universe, the Savage 
Frontier offers ruins, set 
deserts, and a magical forest 

the whole area doesn't g 
wiped out by invaders. 

This SSI game represents 
the beginning of a new line of 
FRP modules using the AD&D 































GAMER’S EDGE BRANDED MOST/ 
ENTERTAINING ADDICTION YET! 

Not only a danger to youth, warn officials^ 


Government task force leaders how they hook you. Gamer’s Edge 
blame the subscription software is really clever. It provides it 
concept for causing the problem, users with high quality entet 
“When a subscriber finishes a taining games month-after-month 
game, a new game shows up in his for under $: 
mailbox to replace it - and th 
one is usually even better.” 

Officials can tell when a 


• Free technical support. 

• No extra fees-we even pay postage. 

• All original and only available from 
Gamer’s Edge. 

• Not copy protected; make your own 
back-ups. 

• Fully documented on disk. 

• Easy to use menu system. 

WHAT THE EXPERTS SAY: 

66Every month you can count on 
receiving a great game that only you 
and other subscribers will ever get to 
play. They’ re fun, addictive and well 
done. 99 —PC Home Journal 


SUBSCRIBE TO GAMES. 

Then you need Gamer’s Edge? the PC 
gamer’s monthly software subscription 
from Softdisk Publishing. Just as 
you’ve mastered one game, another 
arrives in the mail, and the joy of 
gaming continues. 


H ave you ever felt the thrill of a 
joystick? Do chills run up your 
spine when you are challenged 
and succeed? Do graphics, sounds, and 
top-quality animation add pleasure to 
your day? 


BUILD AN INCREDIBLE 
GAME COLLECTION. 

The first software subscription devoted 
to game enthusiasts allows you to build 
a great game collection and enhance 
your enjoyment of your computer — 
and for LESS THAN $10 A MONTH! 
SEND NO MONEY NOW! 

Try an issue of Gamer's Edge RISK¬ 
FREE. Order Gamer’s Edge and 
review your first issue. If you are not 
satisfied for any reason, return your 
invoice marked “Cancel” and owe 
nothing. Send no money now, check 
our “Bill Me” option, and return our 
coupon by mail or fax. Or call Toll- 
Free 1-800-831-2694, Ext. 3010 now! 
Here’s what you can expect from 
your Gamer’s Edge subscription! 

• Top quality games from the 
industry’s leading designers and 
animators. 

• A variety of exciting games for the 
entire family. 


FREE GAME WITH YOUR 
PAID SUBSCRIPTION! 

Your paid subscription to Gamer’s 
Edge will bring a bonus game-Keen 
Dreams.® Militant vegetables enslave 
children in this arcade delight! 

CALL NOW! 

1-800-831-2694, Ext. 3010 

OR RETURN THE COUPON BELOW BY MAIL 
OR FAX IT TO US AT 318-221-8870 

Softdisk Publishing • P.0. Box 30008 • Shreveport, LA 71130-0008 



« 


YES. Enter my trial subscription to Gamer's Edge. If I like my first issue, I'll pay your invoice 
and receive my FREE Keen Dreams, a $14.95 value. If I'm not completely satisfied for any 
reason, I'll mark your invoice "Cancel". My first issue is mine to keep FREE. 

System Requirements: IBM® compatible PC with at least 640K and EGA or VGA graphics, joystick/mouse optional. 


□ 3 Months $29.95 

(Can/Mex. S34.95, Other foe. S39.95) 

unMonthsMWS ^ 


Check Disk Size: □3.S720K □ 5.25” 360K Q5.25"1.2MB 

_Exp. Date_ 


□ Payment Enclosed (U.S. tends Only) Signature_ 

MAIL TO: SOFTDISK PUBLISHING » P.0. Box 30008 - Shreveport, LA 71130-0008 • 1 -800-831-2694 f 
























































The outlook for thjiCity by the Bay in the 21st Century is grim. A toxic cloud has billowed into town, 
smothering half the inhabitants. You’re a hard-nosed cop called upon to soar through the cloud choked streets 
in your advance?xB500 hoverbike and defend ^dwindling population. Especially now that the cloud 
provides a sinister smoke screen for the evil doings of a rabid pack of criminals, The Black Angels. Your m' 
is to net’the ringleaders and solve Wie mystery of the cloud that kills. 

Receive each often daring assignments in the Briefing Room and strategically 
plant nets and robotic holding units throughout the city. Stoke your hoverbike with 
machine gun ammo, cannon rounds and a reserve fuel tank, then prepare to engag 
enemies in dogfights, seize robots and intercept enemy attacks. Interrogate 
captured suspects for key information. Exhilarating flight simulation 
flight or hover mode, forward and reverse thrust, refuel, radar detect 
weaponry, multiple views and more. Navigate your way through an urban 
obstacle course of 240 authentically scaled San Francisco buildings 
landmarks. To survive, you’ll have to be skilled at piloting, combat, 
strategies, and sleuthing. 

It’s time now to don your foul weather gear and shield the citizens from 
the suffocating smog. See for yourself why the Killing 
Cloud will take your breath away. 

Available Fall 1991 for MS-DOS and Amiga. 
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DESKTOP 

GENERAL 


MINE EYES HAVE SEEN THE GLORY 

































' - E R . 1 JBp N TA L FIGHT E R™ 

You’re going to war. 

THE SITUATION TO DATE. YOUR AIRCRAFT. 

Three years ago, giant insect-like creatut^slrom beyond The XF5700 Experimental Space Fighter (codename:’ 
our solar system ambushedEarth. MilliQjHwere wiped.out Mantis) is fitted with shockproof electro-lumjpiscent HUD 
in a surprise attack. Now the creaturfppre reproducing controlling Mass Driver cannons, plus Pseudo-Stellar 
inside human bodies, destroying the .fuman race. All Stinger, Recon and Mine missiles. It’s a fighter pilot’s 
because we lacked the firepower a||Kechnolbgy. Now dream. It’s just out of the lab. In fact it's so new’, it’s never 
that’s changed. MW ' been combat tested! 

THE CURRENT SITUATION. YOURMISSION. 

The Fist of Earth(FOE)— our firstrworld government — Test the Mantis. There’s just one catch. You’re going tcfa 
was formed to fight back.’ As a F0Erf ighter pilot,.you’ll strike take it right into heavy combat against the deadliest enemy 
the first blow to winjyourplanetjfirefedom arid to avenge the mankind has ever known. 

Earth’s dead. And now you gay^e the tool to do just that. That’s it, men. Scramble your Fighters, And -let’s be 
careful up there. ’ , ' 





appointments may seem, some 
contentious region or prideful 
commander is going to object. 
And if you override those ob¬ 
jections, you lose popular sup¬ 
port and the insulted generals 
lose some of their battlefield 
effectiveness. 

Dr. Bever's program does 
a powerful job of re-creating 
the daily problems that con¬ 
fronted Lincoln and Davis, and 
his compression of the eco¬ 
nomic dimensions of this war 
into a playable game is nothing 
short of masterful. This game 
will intrigue and delight Civil 
War buffs (I've been playing 
almost without pause for five 
days) and probably provoke 
some delicious catfights in print 
among the cognoscenti. 

respect for the way this game 
brings to life the central di¬ 
lemma of the Rebel states: be¬ 
cause of the way it defined itself, 
the Confederacy was stretched 
on a rack of paradox. It was 
fighting the first "total war" in 
American history, a conflict in 
which political, social, and 
economic elements were as 
important as military prowess, 
and it was fighting against an 
enemy capable of mobilizing 
vast industrial resources and 
enormous manpower. To fight 
suchawar,a government must 
be able to coordinate all the 
resources it can command: both 
strategic and economic plan¬ 
ning must be centralized and 
efficient. 

Nationalism is usually the 
binding force that permits such 
centralized power to function, 
but that particular glue was 
absent in the CSA. Toprosecute 
the war rationally, efficiently, 
and with the greatest vigor, 
Richmond required strength of 
will and coercive power, and 
exercising that type of power 
meant setting aside civil and 
local authority and rights in the 
name of a larger common cause. 

These realities, however, 
crashed head-on into the con¬ 
cept of untrammeled states' 
rights, the main pillar of Con¬ 
federate ideology. And when 
wartime necessity conflicted 
with sectional autonomy, the 
friction was intense, disruptive, 
and sometimes tragic in its ef¬ 
fects. No Greater Glory does a 
striking job of bringing that 
paradox to life in its proper his¬ 


torical context. 

Why, then, am I almost 
ready to pick up my monitor 
and hurl it through the window 
in frustration? 

Perhaps because my own 
hard-earned expertise (admit¬ 
tedly focused on a single region, 
but one which in many ways 
typified the kinds of political 
friction described above) con¬ 
flicts with Dr. Bever's. Perhaps 
because, to me, the heavy em¬ 
phasis on the economic/po¬ 
litical factors makes the military 
situation so hopelessly one¬ 
sided from the start that I ulti¬ 
mately become fed up with the 
game and begin cursing it at 
the same time I'm admiring it. 

Here are a few of my ob- 

If the generals' character¬ 
istics are set on "historical," one 
would expect being able to do 
dramatic things with the likes 
of Lee and Stonewall Jackson. 
In all the games I've played so 
far, mediocrities such as 
Leonidas Polk and Ben Butler 
have enjoyed outstanding suc¬ 
cess, while Lee, Jackson, and 
Nathan Forrest have come up 
sucking wind. 

Why is Joe Johnston (one 
of the most accomplished pro¬ 
fessional soldiers in the Con¬ 
federate Army, even though 
Davis cruelly misused him and 
fired him on the eve of his 
greatest victory) given a lower 
ability rating than a footpad 
like Bragg? And where is Gen¬ 
eral Longstreet? Surely, if Dr. 
Bever can include a nonentity 
like Leonidas Polk in the CSA 
lineup, he could make room for 
"Lee's warhorse"! 

Why is the Confederate 
Navy limited to building two 

every game I've played, these 
ships were utterly ineffectual 
and easily sunk. But in reality 
just one such vessel, the leg¬ 
endary CSS Alabama, caused 
enough havoc to shake the en¬ 
tire maritime insurance indus¬ 
try of the North. Why does the 
computer keep telling me that 
Secretary of the Navy Mallory 
is "incompetent" when, in fact, 
he was one of Davis's best ap¬ 
pointments and one of the men 
responsible for the Albemarle 
class ironclads (which the 
game, incidentally, will not let 
you build) that, for a brief pe- 



Much of the game's s 
cartoonlike graphics : 


undermine any feelings of rea 


the whole U.S. Navy? 

Why does the game allow 
the Confederate player to allo¬ 
cate funds for the construction 
of coastal forts, then not let him 
choose where those forts should 
be built? 

And why the huge num¬ 
ber of "complaint" screens, ef¬ 
fectively compromising any 
rational Confederate strategy? 
Over and over again, the com¬ 
puter interrupts to tell you that 
General Cornpone protests that 
he deserves a bigger command 
than the garrison of East 
Bumbershoot, Georgia. Now, 
ifyou do not reassign Cornpone 
to a bigger command, he loses 
"prestige" points and your ad- 

his home state. So you more or 
less have to reassign him—and 
any other general who takes 
umbrage — or you soon begin 
to lose the war. 

OK, fair enough: I gave him 
a command twice as large, and 
then spent 15 exasperating 

ar generals in order to make 
them happy (rather like a game 
of musical chairs). After all this, 
Cornpone comes back and de- 
ids a still larger command. 

if there is no bigger com¬ 
mand in the area, you have to 
move the man to another part 
of the Confederacy (unless you 
want to suffer the penalty) then 
rearrange your entire com¬ 
mand lineup again. Under these 
circumstances, coherent strat¬ 
egy becomes impossible. 

And on an aesthetic level, 

ic graphic scenes that ap¬ 


pear whenever there's a battle 
or a significant political event. 
These are the same coarse and 
cartoony graphics used in 
Revolution 76. Howmuchmore 
would it have cost to digitize 
some of the dramatic reenact¬ 
ment photos included in the 
manual, or, for that matter, 
some actual period daguerreo¬ 
types? Not much. How much 
better would the game look if 
thathadbeendone?AboutlOO 
percent. I sincerely hope the 
Bevers earn enough from their 
royalties to afford a good PC 
paint program.... 

I can't remember when a 
game has inspired in me such a 
dichotomy of reactions, from 
profound admiration to foam¬ 
ing rage. 

Conclusion: every Civil 
War buff who owns a computer 
ought to try this program and 
make his or her own judgment. 
I advance these remarks not to 
pan No Greater Glory, but just to 
indicate the range of argument 
it is likely to provoke. And 
when all is said and done, I'd 
rather tussle with a provocative 
and downright eccentric pro¬ 
gram like this one than another 

Now, Civil War fans, the 
verdict is up to you. This Con¬ 
federate desktop general is 
gonna retire to the veranda and 
have a nice, cool julep. 


















Legends tell of a time 
ruled the land. A time wl 
woman or child was safe from the 
spread of evil. A time when a fierce 
Demon sent his evil minions to roam 
through the land and make the 
Kingdom his own. 

That time is upon us once again.. . 

You have been summoned by the 
King to defend the realm, rescue the 
Princess, and rid the Kingdom of the 
evil Demon before all is lost. Your 
quest will lead you through caves, 
swamps, temples and castles before 
reaching your ultimate 
challenge. .. the Demon himself. 


combines 
, animation, 

• 3 Megabytes of graphics data 

• 600 screens'of action 

• 1,400 frames of animation 

• over 100 monsters, some larger than 
half the screen 

• more than 100 colors on screen 

• smooth 60 frames per second, 15- 
level parallax scrolling for realistic 
3D effect 


















































IBM MAC & AMIGA GAMES FOR LESS 


































































SUPER CHALLENGING. 
SUPER ADDICTIVE. 
SUPER TETRIS. 


It’s here. The super sequel to best-selling Tetris, 
the most addictive computer game ever devised. 
Super Tetris” is even more challenging because 
it comes with a blockbusting twist—bomb pieces 
that help you blast your way down to the bottom 
of the pit and discover treasures. Super Tetris. 
Just when you thought you’d broken the habit. 

















































The few, 
the*proud.. . 
the well-armed 
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REVIEWS 


ARMADA 2525 


WILLIAM R. TROTTER 


w 


I his is one of the latest in a 
long, honorable line of conquer- 
the-galaxy games (the avatar of 
the genre was probably SSG's 
Reach For the Stars) which 
combine resource manage¬ 
ment military strategy, and 
space opera on the grandest 
scale. One judges new games 
in this genre not necessarily by 
how original they are, but by 
how skillfully the designers 
play variations onabasictheme 
that is known, and loved, by a 



Your battlefield 

IS-Sz 

planets" you'll 


bilities, and highly addictive. 
Up to six players may partici¬ 
pate, or a single player can 
compete against five computer- 
controlled rivals. You may set 
the personalities and playing 
styles of your computer oppo¬ 
nents, from wild-eyed xeno- 
phobes who lash out at anyone 
who comes in range to hermetic 
isolationists who wage war 
only when provoked. 

Each race begins with a 
single planet and must expand, 
through colonization and de¬ 
velopment, in order to build up 
strength. Development hinges 
on how many production 
points the player can assign to 
each planet at the start of every 
turn. Naturally, the richer the 
planet, the more resources there 
are to be developed, but hostile 
and irradiated planets can also 
be colonized if the player's 
technology is advanced enough 
to permit enclosed or protected 

Sooner or later, you'll meet 
— and probably fight a war 
with — another race (or races) 


which is trying to make the 
neighborhood its own. Trans¬ 
port ships are cheap to pro¬ 
duce, and a large fleet of them 
can make colonization of large 
amounts of territory an easy 
matter. But transports are sit¬ 
ting ducks when they're 
jumped by warships, and 
newly founded colonies are 
defenseless until the colonists 
have enough build-points to 

defensive shields. 

Guns or butter, right? But 
there's another element here, 
perhaps the most interesting 
strategic concept woven into 
the game: If you're willing to 
invest in long-term research 
and development projects, 
you'll eventually be able to 
build all kinds of marvelous 
superweapons and terraform¬ 
ing systems. The trick is to stay 
militarily viable long enough 
for some of those advanced 
goodies to roll off the assembly 
lines — but every build-point 
you invest in research and de¬ 
velopment is one less you can 
invest in warships and missiles. 

One basic strategy might 
be to willingly accept a period 
of military weakness, hoping 


your opponents won't annihi¬ 
late you before the research 
pays off and you come roaring 
out of your comer of the galaxy 
in a paroxysm of violent ex¬ 
pansion fueled by weapons of 
unimaginable power. Forget 
wimpy hardware like photon 
torpedoes—if your research is 
successful, you can drop gi¬ 
gantic death-spores that 
gradually eat the enemy's mis¬ 
siles, factories, and laboratories! 

Even if you miscalculate (or 
have the misfortune to border a 
race of aggressive, technologi¬ 
cally superior xenophobes) and 
lose all of your colonies, you 
can still make a comeback if 
you bide your time and plan 
shrewdly. Here's how to do it: 

Concentrate on building 
planetary defenses. Invest in 
Doodlebugs—cheap, expend¬ 
able "coast defense" ships that 
always get blown up, but usu¬ 
ally take a bigger, more costly 
enemy ship with them. Then 
spend every build-point you 
can on missile and shield de¬ 
fenses. Even the most formi¬ 
dable defense system you con- 

down by an enemy fleet of 
Nemesis ground-attack ships. 



































REVIEWS 


MARTIAN MEMORANDUM 


GARY MEREDITH 


The years have been less than 
kind to Private Investigator Tex 
Murphy. Like everyone else, 
he's under great strain from the 
constant exposure to radiation 
in the post-holocaust San Fran¬ 
cisco of 2039. But what's ready 
put the lines and creases in Tex's 
face are the years spent trying 
to recapture the glory of his 
"big" case. 

When we last left our hero 
(in Mean Streets ), he was seen 
literally riding off into the sun¬ 
set with the beautiful woman 
who had hired him to find the 
person responsible for the 
murder of her father. While 
working on that case, Tex had 
stumbled onto — and foiled — 
a conspiracy 
to control the 
world. Since 
those glory 

has plum¬ 
meted. So it 

standablethat 



Tex's office is the chance offered to him by 
the headquar- the powerful industrialist, 
ters for his Marshall Alexander. 
work—audit Alexander's daughter, 

offers a vim Alexis, has disappeared in a 
into certain suspected kidnapping, along 
activities in- with something else of great 
criminating value, to which Alexander al- 

Zme h ‘clu?s ludes in only the va 8 uest of 
froZa reluc- terms - That "something else" is 

tant infor- the Oracle Stone, a priceless 
mant. artifact of a long-dead Martian 

civilization, and there are 
people who would gladly kill 
to gain possession of it. The 
missing stone and the missing 
daughter are interrelated, and 
they lead Tex into the slimy 
underside of Terran society and 
out onto the desolate waste¬ 
lands of the Red Planet. 

Like Mean Streets, the first 
Access Software game that put 
you in the role of P.I. Tex 




Murphy, Martian Memorandum 
plops you right in the middle of 
a fantastic plot. And with only 
a few exceptions, it plays ex¬ 
actly like its progenitor. 

The name of the game here 
is investigation. There are a 
number of places to visit, both 
on Earth and onMars, and more 
importantly, a number of 
people to question. Interroga¬ 
tion is something of an art in 
Martian Memorandum. Al¬ 
though some of the people you 
meet are willing to spill their 
guts without much provoca¬ 
tion, most folks need either 


skillful verbal manipulation or 
something done for them before 
they'll come clean. 

In terms of structure, the 
game is fairly free-form, but in 
some cases, there is a particular 
order you must follow to obtain 
all the information you'll need. 
With a few of the more stubborn 
people, you'll need a great deal 
of patience in questioning — 
the multiple-branch question- 
and-answer system often leads 
to a lot of experimentation be¬ 
fore you discover the right se¬ 
quence of questions and replies. 

Another element of play 











that Martian Memorandum has 
in common with Mean Streets 
— and with every other game 
in this genre — is using items 
you find. Since Tex can carry an 
unlimited amount of cargo, it's 
a good idea to grab anything 
and everything you can. Al¬ 
though many of the items will 
turnouttobeuseless,you never 
know what you'll need and 
when you'll need it. 

When you search a scene, 
don't assume that all the items 
will be in plain view. The Move 
command should get a lot of 
use in this game, as, more often 
than not, a needed object is 
hidden under something else. 
Also, be aware that in many 
instances there's more to a scene 
than is shown. A good idea. 


is to m> 


iving a 


ththe 


cursor keys) to the fai 
the screen. Often, as in the 
abandoned freight car scene, 
the screen will scroll to reveal 
other areas to search. 

Do we really need to say 
once again that saving fre¬ 
quently is essential to success? 
In some scenes — particularly 
the hoverboard and the quick¬ 
sand scenes — you can die 
quickly, unexpectedly, and re¬ 
peatedly. Fortunately, the save 
feature is fairly easy to use, al¬ 


though it becomes a bit clumsy 
as the list of filenames for saved 
games lengthens. 

There are a couple of mi¬ 
nor flaws in the save-game 
function, however. Titles of 
saved games are actually DOS 
filenames, and are therefore 
limited to eight characters. It's 
often difficull to clearly describe 
a scene in that small a space. 
Another problem shows up af¬ 
ter you've completely finished 
playing the game and attempt 
to erase the game from your 
hard drive. If you've used 
spacesinanyof the saved game 
filenames, DOS may not recog- 



, nize these files when you try to 
delete them (some file manage¬ 
ment utilities can help though). 
So it's best to a void spaces when 
saving games. 

Like all Access games, 
Martian Memorandum is beau¬ 
tiful to look at. The digitized 
scenes, especially those of the 
Martian landscape, are quite 
stunning. In the special effects 
area, the designers have im¬ 
proved the lip-synching of the 
animated characters consider¬ 
ably. With faster 
PCs, the effect of a I 
character talking I 
(particularly 
through a Sound 
Blaster board) is 
quite realistic, 
and this game 

what multimedia 
applications will bring to the 
gaming world. 

The interface is one of those 
that you'll either love or hate at 
first, but using the mouse cur¬ 
sor in conjunction with the 
keyboard function keys soon 
has you zipping through 
scenes. A very handy feature of 
the interface is the help option. 
If you're stuck in a scene, you 
can progressively pick up more 
explicit clues by accessing the 
help menu. In fact, just looking 
at the menu can give you an 
idea of what items you should 
be searching for in a particular 



You've found Alex¬ 
is Alexander and the 
Oracle Stone, but 
your victory will be 

you can free your¬ 
selffrom the clutch- 


While Martian Memoran¬ 
dum does have a couple of mi¬ 
nor eccentricities, it is nonethe¬ 
less an absorbing and beauti¬ 
fully rendered game, and a 
worthy successor to Mean 
Streets. It certainly points the 
way to the near future, when 
computer games will be less 
like games and more like inter- 

GP 


Hardware requirements: 
640K minimum memory (10 
MHz 286 or faster recom¬ 
mended); VGA/MCGA 
graphics; hard disk required; 
supports mouse (recom¬ 
mended) and joystick; all 
major sound boards sup¬ 
ported. 









REVIEWS 


MIGHTANDMAGIC III: 


BERNARD YEE 


We have a new king. With' 
its huge world, myriad mon¬ 
sters, items, and spells, its ter¬ 
rific mouse-based interface, and 
dazzling graphics and sound, 
Might and Magic III takes its 
rightful place on the throne of 
computer fantasy role-playing 
games. But it's not an enviable 
position, since rapidly advanc¬ 
ing technology is bound to 
bring on worthy contenders for 
the crown. Nevertheless, Might 
& Magic III, from New World 
Computing, will prove one 
hard king to topple. 



The gaming system uses 
many elements familiar to vet¬ 
erans of the Might and Magic 
series. There's the handy auto¬ 
mapping feature, the magic 
system based on spell points 
and gems, the non-player char¬ 
acter hirelings, and the 
Wizard's Eye spell. 

What's new about the sys¬ 
tem is the interface. It uses the 
same type of first-person per¬ 
spective made popular by the 
groundbreaking Amiga game, 
Dungeonmaster. And, as in SSI's 
Eye of the Beholder, the true point- 
and-click command input sys¬ 
tem means most game func¬ 
tions can be handledeasily with 
amouse. Butunlike most games 
in this genre, M&M III takes 
place not in a dungeon or castle, 
but in an entire world filled 
with swamps, mountains, 
towns, castles, ruins, and, of 


course, plenty of monsters. 

In the M&M III game 
world, day passes into moonlit 
night, while your characters 
consume food and sleep, and 
hirelings line up to get paid. 
Special events happen on cer¬ 
tain days of the year — miss 

whole year before it comes 
around again. 

The premise of the game 
revolves around the battle be¬ 
tween the powers of good, evil, 
and neutrality, a conflict 
brewed by your old nemesis, 
Sheltem. You must discover the 
secret of Sheltem (it's a doozy), 
following the trail left by the 
wizard Corak. You can start 
with a pre-rolled set of charac¬ 
ters or create your own from a 
typical lineup of classes (such 
as rangers, paladins, and dru¬ 
ids) and races (half-ores, elves, 
gnomes, etc.). 

As in Eye o/tfe Beholder, you 
can select a player portrait from 
a small but ethnically diverse 
group of males and females. 
Each portrait assumes a differ¬ 
ent expression for sleeping, 
being poisoned, going insane, 
and being in diseased and de¬ 


pressed conditions—and some 
of these expressions are quite 
amusing. A ninja doesn't look 
so menacing with a frown and 
his tongue lolling out of his 
mouth. 

Your party consists of six 
characters and two hirelings 
(who have to be paid every day 
—the higher their ability level, 
the more expensive they are). 

M&M III has the largest 
viewing window of any of the 
popular first-person point-of- 
view ERPs. Through it you see 
animated monsters of incred¬ 
ible variety, spiraling fireballs, 
and plains of fire. The 
soundtrack is quite good, with 
sound effects that bring aural 
life to rushing fountains, 
opening gates, and wounded 
fighters. 

Beneath each character is a 
gem, which is used to indicate 
general concepts of character 
wellness. Agreen gem indicates 
complete health, a yellow one 
means injured, red signifies 
dangerously unhealthy, blue is 
unconscious, and a tombstone 
shape is self-evident. For those 
who prefer statistics, there's a 
detailed display that reveals 



The Isle of Fire should be avoided by all but the most experienced party with high 
and very dangerous, landscape. Blistering Heights is a safe haven from the heat. 

















THE ISLE OF TERRA 



exact numbers of hit points, 
spell points, health points, and 
other figures. 

You move around the 
world, encountering benign 
characters with riddles, items 
for sale, and quests for you to 
embark on. You also meet sla¬ 
vering beasts, in which case 
you'll end up in combat. Dur¬ 
ing each character's combat 
turn,youcanclickonaniconto 
fight, block, use an item, cast a 
spell, or run. When damage is 
inflicted, blood-red splotches 
explode on your enemy — or 
on your portrait. These 
splotches vary in size, de¬ 
pending on how much damage 
is inflicted relative to the 

Your first quesfis to save 
the town of Fountain Head, 
where you begin the game. 
You'll have to defeat the Rat 
Overlord and his Moose Rat 
underlings. They're quite 
tough, so enlist the help of the 
hirelings in the Forty Winks 
Inn and explore the area outside 
Fountain Head for some expe¬ 
rience and treasure. After that, 
the Moo Temple southwest of 
Fountain Head provides a 
profitable diversion, as do the 


caverns below the town of 
Baywatch. 

From this point on, the 
game becomes less linear. You 
can visit anywhere if your 
characters are strong enough. 
When you try to bash down 
doors in some locales, you'll 
find that the game won't allow 
it—thismeansyou'retooweak 
to take on whatever's behind 
the door. Similarly, there are 
various cryptograms to solve 
and puzzles to unravel, but 
there are few places where 
you'll botch your chances to 
win. That's user-friendly game 

The manual provides only 
a backdrop to the game, so you 
have to find spells as you ven¬ 
ture forth. Finding out exactly 
how effective a spell is requires 
an old-fashioned method—use 
it against some ores. 

Lest you think M&M III is 
a perfect game, there are a few 
criticisms to be considered. In 
the wake of the trend to impose 
realism on games, M&M III 
eschews believability for play¬ 
ability. There are so many spe¬ 
cial items scattered around the 
world (like wells that offer 
temporary hit points and spell 


points, and attribute bonuses 
that make for easier fighting) 
that it makes you wonder why 
the bad guys aren't using all 
these natural wonders just sit¬ 
ting out in the wilderness. And 
what are those things doing 
there in the first place? 

Curiously, the graphics 
sometimes border on being 
cartoonish, while at other times 
they're quite surrealistic. The 
Carnage Hand, for instance, is 
a disembodied hand that looks 
like blue sky and clouds, as if 
Magritte had rendered it with 
a VGA palette. 



There's only one save- 
game position per party, al¬ 
though you can have multiple 
games going on at the same 
time. A note-taking feature 
would have been nice, since 
there are so many hints and 
clues everywhere. Also lacking 
is an object-management sys¬ 
tem — dropped items disap¬ 
pear forever, and there's a huge 
number of objects to find and 

All in all. Might and Magic 
III is state-of-the-art by any 
standard. The coming entries 
in the field of dungeon-crawl 
games, like Origin's Ultima 
Underworld: The Stygian Abyss 
and Sir-Tech's Crusaders of the 
Dark Savant, will have a rough 
go at dethroning Might & 
Magic III. 

GP 


Hardware requirements: 
640K minimum memory; 
VGA, EGA, or Tandy graph¬ 
ics; supports Ad Lib, Sound 
Blaster, Roland, and Tandy 
3-voice sound boards; sup¬ 
ports mouse. 












REVIEWS 


ARE WE THERE YET? 


LESLIE MIZELL 


11 may sound like a game for 
children, but don't be fooled. 
Are We There Yet?, from Elec¬ 
tronic Arts, is a tough challenge 
for strategists who find most 
puzzle games too easy. 

Drake Mallard and his wife 
and kids have won fourth place 
in a national sweepstakes. Their 
prize? A trip across the U.S. to 


seums, and tourist sites. How 
obscure? Not many travelers 
are familiar with California's 
Rouge et Roir Cheese Factory 
and outdoor Shakespeare the¬ 
ater, Max Nordeen's Wheel 
Museum in Illinois, or West 
Virginia's Big Ugly Lake. 

Your goal as puzzle-mas¬ 
ter extraordinaire is to fill in, 
state by state, a map of the U.S. 
Each time you solve the puzzles 
for the two destinations in each 



from the familiar magic square, 
word search, rebus, jigsaw, and 
word jumble to the more un¬ 
usual alphabet soup, quotefall, 
flat tire, and concatenation. 

After you finish each 
puzzle, a different member of 
the Mallard family gives a few 
bitingdetails of their trip, which 
quickly turns into a major- 



league nightmare. A souvenir 
is also purchased at each desti¬ 
nation. These 100 souvenirs — 
an invisible dog leash, a voo¬ 
doo mask, a rubber rat, giant 
wax lips, an inflatable palm tree, 
and the rest — form the final 
puzzle in the game, a compli¬ 
cated jigsaw featuring high¬ 
lights from the vacation. 

Are We There Yet? is one of 
those puzzle games that's both 
frustrating and rewarding. The 
design team's previous col¬ 
laboration, The Fool's Errand, 
had the same structure, but the 
puzzles in that game weren't as 
involved. In Are We There Yet?, 
you can easily struggle with a 
magic square or a word jumble 
for an hour or more before 
solving it, only to be faced with 
another puzzle at the same 
destination. 

While this certainly sepa¬ 
rates the dedicated from the 
casual puzzle solver, it also 
madeitnecessary for Electronic 



Each timeyou leavea destination,you 
100, turn over the pieces to begin work 


Arts to package a solution book 
with the game. This isn't a clue 
book — it actually gives the 

Granted, the solution book 
saves you considerable hair¬ 
pulling when you've become 
hopelessly stumped, and 
makes it unnecessary to spend 
hours trying to solve the types 
of puzzles that you don't enjoy. 

On the other hand, chances 
are that you'll reach for the so¬ 
lution book instead of sticking 
with a complicated puzzle. And 
if that happens, you not only 
lose the thrill of solving a tough 
puzzle, but you also turn a game 
that should be played over a 
period of weeks into a game 
you can finish in a day or two. 

Take our advice and hand 
over the solution book to a 
trusted friend or relative—one 
who agrees to give you the 
answer only when you're at 
your wit's end. That's the best 
way to play Are We There Yet?. 

GP 


Hardware requirements: 
640K minimum memory; 
VGA, MCGA, or EGA 
graphics; supports Ad Lib 
and Roland sound boards; 
mouse recommended. 
















her a psychic. 

Everyone knows-] 
but IndyJ 

And hes got to learn f 
fast. The Nazis are one 
step ahead of him— 
from Iceland to North 
Africa to the Azores | 
to... Atlantis. 


Cinematic 

soundtrack. 

iMUSE,™ our brand 
new interactive sound 
system, supports all 
major sound cards with 


effects and i 


Indy and Sophia cross many paths on the 
way to rediscovering the lost continent. 


Everyone Knows But Indy. 
And He’d Better Learn Fast. 


Plato knew 
about Atlantis. 

In a lost dialogue he 
wrote about the famed 
city and orichalcum, the 
. mysterious element that 
powered the Atlanteans 
amazing machinery. 

The Nazis know 
about Atlantis. 

They tracked down the 
lost dialogue, and 
realized orichalcum^ 
would yield them the 
ultimate weapon’ 
of the age. 

Sophia knows 
about Atlantis. 

She unearthed a myste¬ 
rious necklace and beads 
of orichalcum during an 
Icelandic archeological inn 
dig with Indy. Their 


Our biggest, 
most complex 
adventure ever. 

Huge. More than 200 
rooms furnished with 
vivid VGA art. Roto- 
scoped animation, a new 
icon interface. Exciting 
LucasArts electronic 
storytelling technology. 
Dramatic theatrical 
lighting. 

Three ways to 
Kf play and replay. 

Three roads lead to 
Atlantis. “Puzzle path" 
features tough but log¬ 
ical riddles. “Action 
path" demands two- 
fisted reflexes. “Team 
path” calls on your 
■ intuitive sense and 


LucasArts 











DICK TRACY 
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RE VIE 


WESTERN FRONT 




A 

' \ bout a year and a half 

ago, SSI released Second Front, 
generally hailed as the most 
satisfying WWII Russian Front 
war game yet released for the 
PC format. Now SSI and de¬ 
signer Gary Grigsby have pro- 

Westem Front, which re-creates 
the epic struggle for continen¬ 
tal Europe, from just before D- 
Day to the final convulsions of 
the Third Reich. 

Players who fell under the 
spell of Second Front will know 
what to expect here: the game 
map (a huge one, covering ev¬ 
erything from the coast of En¬ 
gland to Berlin and south al¬ 
most to the tip of the Italian 
"boot") is based on a transpar¬ 
ent hexagonal grid scaled at 10 
miles per hex. Each turn repre¬ 
sents four days of real time, 
and the action is set at the divi¬ 
sional/corps level —although, 
as in Second Front, you can 
choose to see battle results 



German panzers are poised for a 
beachhead. 


down to the battalion level, 
including the num-ber of indi¬ 
vidual tanks, squads, and gun 
tubes that were destroyed in 
each engagement. 

thing a real general could con¬ 
trol, and must suffer from the 
vagariesoffactorsareal general 
would like to control: weather, 
supply problems, and political 
interference. There are three 
self-contained scenarios: the 
Battle for Italy, the Battle of the 
Bulge, and Operation Cobra, 
the breakout from Normandy. 



WILLIAM R. TROTTER 


If you're in the mood for 
an epic campaign, you can opt 
for the Overlord scenario, 
which lets you refight every¬ 
thing, from just-before D-Day 
to the end...but be prepared to 
invest around 100 hours for a 
complete game. 

way a worthy successor to 
Second Front. The only problem 
is that Western Front isn't as 
much fun, for reasons having 
nothing to do with the game 
design per se. In any of the 
three single-campaign set-ups, 
the odds against the Germans 
are so overwhelming that the 
outcome is never in doubt — 
exactly the opposite of what 
made the Russian campaigns 
in Second Front so riveting. 

If you want to make a really 
interesting contest of it, how¬ 
ever, dothis:select the Overlord 
campaign, adjust the param¬ 
eters to "help Axis" and take 
the German side. Retool your 
factories immediately to churn 
out Me-262 jets, King Tigers, 
and other "super weapons," 
crank up the German replace¬ 
ment levels to 100 percent...and 
you'll at least give the Allies a 
real contest. You're not really 
fudging history here — you're 
simply putting the Third Reich 
on a "total war" footing, some¬ 
thing thatcouldhavebeendone 
in real life, but wasn't until it 
was too late to have a real ef- 


One word of caution: the 
box copy advises that this is an 
"advanced" war game, a de¬ 
scription that's certainly accu¬ 
rate. This simulation was de¬ 
signed by and for hardcore 
gamers who are comfortable 
with arcane force-modifier for¬ 
mulas, and user-friendly En¬ 
glish is not a high priority for 
those who wrote the manual. 
There are some sophisticated 
command and control proce¬ 
dures which the German com¬ 
mander must master in order to 
maximize his chances, but don't 
expect much help from the 
documentation — these guys 
hail from the "real-men-don't- 
need-tutorials" school of game 

For game players who 
have a special interest in this 
aspectofWorld War II, Western 
Front is a must-have program. 
Most of its scenarios are so 
lopsided, though, that game 
players looking for high drama 
would do better to first acquire 
Second Front — it's marginally 
easier to master, and the odds 
are much more even between 
the two sides. 

GR 


Hardware requirements: 
640K minimum memory; 
VGA or EGA graphics; 
supports mouse. 













You Wanna 



Play Games? 


Or You 


Wanna 


Play 


Football? 


HERE'S WHAT 
THE PROS SAY 
ABOUT PLAYING 
PLAYMAKER 
FOOTBALL: 

A Football fan's dream... a real 
winner! It's extremely easy to learn 
to use... but there's tremendous 
depth and exciting afternoons to 
be had in front of this one." 
-COMPUTER ENTERTAINER 


"If you're a Monday morning 
quarterback who revels in 
analyzing the subtleties of 
play design, play selection, 

PlayMaker is your game.” 

—MACWORLD 


"The most revolutionary aspect 
of PlayMaker Football is the 
ability to design an Ai (artificial 
intelligence) to call plays based 
on the game situation... an 
exceptional product for armchair 


"If you're a fan of both footbal I 
and computer games, you won't 
find a better combination of the 
two than PlayMaker Football. 

It's a superb game..." 

— MACUSER 
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REVIEWS 


WRATH OF THE DEMON 


RUSS CECCOLA 



A a 


>n games are a dime 
a dozen. So what makes one 
stand out from the rest of the 
crowd? Three things—cn 
desien. attrai'' 




and a healthy dose of fun. Wrath 
of the Demon, from ReadySoft, 
excels in all three areas. Wrath 
features a blend of action game 
styles, has superb graphics, 
sports a large variety of mon¬ 
sters, and offers music com¬ 
posed by one of the game 
industry's maestros. 

The story behind Wrath of 
the Demon is one of classic fan¬ 
tasy. A demon has taken over 
the land and captured the good 
fairy who protected the people. 
You — a would-be hero, of 
course — play the role of a 
stereotypical muscleman bar¬ 
barian character whose mission 
is to find the demon and kill 
him. As an incentive. King 
Luther has promised you the 
hand of his daughter in mar¬ 
riage if you succeed. 

After watching the game 
introductory screens, get ready 
for a lot of fun. Unlike many 
action games. Wrath offers a 
tremendous variety of game 
play. It incorporates several 
different mini-games, each with 
its own surprise. (It's best to 


play Wrath with a joystick. In 
fact, some sequences might be 
downright impossible to finish 
without one.) 

The first action sequence 
in the game is one of the tough¬ 
est. You ride a horse down a 
road full of high obstacles (fly¬ 
ing monsters) and low obstacles 
(rocks and boxes). As your 
horse gallops along, you must 
duck or punch the monsters, 
jump over the road debris, and 
pick up potions. Subsequent 
action sequences pityou against 
monsters in one-on-one battle 
scenes or send you on other 
side-scrolling adventures. Each 
action portion of the game has 
a unique flavor, which keeps 
your interest high throughout 
play. 

In order to succeed, you 
need to collect three kinds of 
potions. In the game's first ac¬ 
tion sequence, you must kill 
certain monsters and then pick 
up the potions from your posi¬ 
tion atop your 
steed. Each po¬ 
tion has a 
unique power 
— and you 
must save each 


ics in Wrath of the Demon are 
gorgeous. Backgrounds offer 
great detail, and parallax 
scrolling supports the illusion 
of depth on certain screens. 
Some of the monsters are as 



large as half the screen. Despite 
all of this size and background 

smooth and quick. In fact, some 
designers should use this game 
as a yardstick against which to 
measure graphics work for fu- 

The game's music, written 
by ace composer David 
Whittaker, does an excellent job 
in creating tension and excite¬ 
ment, using a variety of themes. 
Sound effects are also strewn 
liberally throughout the game. 
Various grunts and swooshes 
bring the monsters and the land 

Wrath of the Demon is a rich 
game, one you'll enjoy playing 
again even after you've won. 
Combine superior play quali¬ 
ties with outstanding graphics, 
animation, sound, and music, 
and there's no question that 
Wrath of the Demon is a hands- 
down winner. 

GP 


Hardware requirements: 
640K minimum memory 
required; VGA, EGA, CGA, 
or Tandy graphics; joystick 
recommended. 
















IB MICRO SPORTS *1) 

1 - ( 800 ) -937 7737 

ALL USA ORDERS SHIPPED UPS 2ND DAY AIR. 



All-American College Football has more features that any 
other college football game ever designed. Coach your 
favourite team, over 50 schools represented. Additional 
teams are available on request. See if you can win your 
conference, or, better yet, see if you have what it takes 
to win the National Championship... 

All-American College Football allows for League 
play, Head Up play (Computer or Human), Computer vs 
Computer and True Modem play. 

Head Up play features animated players in their 
college uniforms, home and away jerseys. 

All-American College Football also includes: 
Stats Keeper for maintaining Conference Standings, a 
Record Book, Season Stats, Conference Leaders, National 
Rankings plus much much more! 

Football is available for 
Computers 


9 MICRO SPORTS n 
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Walk An Inch In My Shoes 
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HEADLINE HARRY 

AND THE GREAT PAPER RACE 



























Build An Empire To 
Stand The Test Of Time 


...With Sid Meier’s CIVILIZATION™ 



Rout Ramses... Outwit Alexander... Knockout Napoleon- 

History is littered with the bones of great men who thought 
their achievements would live forever. Now you can 
succeed where they failed as MicroProse brings you 
Sid Meier's Civilization. Guide a culture from its earliest 
stages, through agricultural and industrial revolutions, all 
the way to your own Space Age. Survive and dominate 
by outmaneuvering mankind’s most legendary leaders. 

Carve your name indelibly in the pages of history. With 
Sid Meier's Civilization, you really can build a brave 
new world. 
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I ASEBALL 
IOST AMAZIN' 
TRIPLE PLAY. 


p You’ve never played 
- I Anything like this before 
The genuine article. A game 
bursting at the seams with all 
the dimensions of baseball itself. 

Earl Weaver Baseball II™ by 
Mirage Craphics.The new version 
of the baseball standard that’s 
a major advance in the game. 

With improved graphics and 
far more stats than ever before. 

In fact, Weaver II is the 
[ first game system ever to 
: combine stunning animated 
; baseball action with 
[ actual Major League stats. 

I Producing what definitely 
I is the Holy Grail of the« " 

[diamond set. (§j f/§ 

* Just ask Fantasy ^^^have been searching for one game 
Baseball Magazine: 00 that has it all—Weaver II is it; it will 
“ Fantasy and com- appeal to the fantasy-baseball fanatic as 

1 puter baseball fans well as avid arcade gamers!’ 

Finally, a Game that 
Covers All the Bases. 
Weaver II is simply a 
animated game of 
Over 100,000 
frames of animation. 
Giving you something 
we call perfect baseball 




physics. Instead of bush league canned 
sequences. 

Which means a nubber off the end 
of the bat will crawl down the third 
baseline. Just like real life. Balls bounce 
differently from grass to turf, from 
park to park. 

We have every one of the 26 current 
ballparks, famous historic parks, 
even six fantasy ones. And every dia¬ 
mond’s a gem.With real dimensions, 
real characteristics. 






















So you can conquer the Green Every hitter/fielder also comes with 

k Monster. Get blown away by 50 stats and ratings. Every pitcher, 30 stats 
[Candlestick’s winds. Steal home in the and ratings. Including finer points like 
^ome of the Bronx 
Bombers. With 
unlimited camera views, 
instant replay, and 
1 >support for 256- 
*colorMCGA/VGA 
graphics, you get better 


coverage than any network. 


Weaver II adds up to the best 


this certainly enriches 
the action aspect of Weaver II, the 
game is equally engrossing playing with 
stats only. Generate and then auto¬ 
play schedules with multiple line-ups 
and pitching rotations. Or play a 
game in under a 
minute in superfast 
simulation. 

Of course, this 
game also comes 


With it, 
you can 


flyball/groundball ratios 
for batters and pitchers 
and player durability. 

Nobody offers this com- even draft 
bination of ratings, flex- leagues, 

ibility, and sheer number 40-men rosters, 

of sorted lists. And while track salaries, hire free agents. 

The Commissioner’s Disk II also 
lets you build your own ballpark. 
Right down to the foul area, playing 
surface, weather, and seating. 

Our Manager Construction Set, 
part of the Commissioner’s Disk II, 
allows you to replace Earl. 


with one of base- 


baseball system ever for yet another 
reason.We play baseball completely by 
the numbers. All the 
1990 stats for every 
Major League player. 

You can download 
current player stats 
updated weekly. Accu¬ 
mulate, edit, and 
print player stats for 

virtually any category. . Jose Kirby 5anyl 


ball’s most prized 
characters: Earl 
Weaver. One of the 
winningest managers 
ever to kick dirt all 
over an umpire The unbeatable pitching 
(owner of two Series different pitches to 18 
rings, but you knew that already). 

Play on Earl’s team. Manage against 
him.You get profiles on every manager 
based on 60 individual ratings. Including 
frequency of calling bunts, s teals, hit ^ 
and run, and pinch hitters, tip px, 
You can even ask Earl for advice ' * 
anytime. As you’d expect, he’s got an 
answer for just about any 
[ situation. 


Or save boxscores. 


Some people aren’t satis¬ 
fied with just being a manager. 
^That’s what our Commis- 
isioner’s Disk II™is for. 

It’s the perfect 
thing to heat up 

Boggs, Guiynn, Brett and all the rest. fantasy | eagues 


By using manager profiles 
from last year’s teams 
or building your own 
manager profiles. 

Put it all together — 

Earl Weaver Baseball II, the 
MLBPA®Player Statistics and 
Manager Profiles™and the 
Commissioner’s Disk II — 
and you get baseball’s most 
includes 9 amazing triple play. So it 
•cations, shouldn’t come as a surprise 
that this new system is already a 
tremendous hit with everyone 
including the baseball press. 

If you want the baseball system 
that’s been called “the next best thing 
to box seats” call 1 (800) 245-4525 to 
order. Or visit your local computer 
dealer. 

And if you don’t think Weaver II is 
the spitting image of baseball, we’ll 
be more than happy to send you 
your wad back. 
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NFL PRO LEAGUE FOOTBALL 


NEIL RANDALL 


by choc „ 
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ro Sports 
various forms for quite some 
time. But the 1991 version is 
new enough, distributed by a 
major software firm (Interplay) 
and including improved 
graphics along with stats for 
the 1986-1990 NFL seasons. 

In many ways. Pro League 
shows its age. At this point in 
the evolution of PC games, 
players expect certain things— 
like full animation, mouse and 
joystick support, rich arcade- 
style options, and thick, infor- 

offers adequate graphics but 
only mediocre animation (in 
fact, watching plays develop is 
often confusing), and mice and 
joysticks need not apply. Nor, 




on both offense and defense) 
through an initially confusing 
but ultimately effective method 
that requires typing two num¬ 
bers found on a playbook card. 
And you can download weekly 
NFL stats from the USA Today 
Sports Center in order to keep 
your teams up to date. 

But the Heads-Up mode 
pales beside the Pro League 
Football mode, which pits your 
coaching strategy 
against as many as 
27 other people. It 
works like this. 
The owner of the 
game prints out 
game plan sheets, 
then gives a pack 
of them to each 
participating 
coach (the com¬ 
puter will manage 


"" eliable 


for that matter, is there any 
place here for the hands-on ar¬ 
cade fan. And the manual is 
sparse indeed. 

Even so. Pro League has 
much to recommend it. Above 
all, it's a strong statistical game 
—in fact, everything else about 
it exists solely to support the 
statistical focus. The game also 
excels in its multi-player league 
capabilities. You can play 
against a friend or the computer 
in a mode called Heads-Up 
Football. Here, you select a play 
(198 choices are available, 99 


friends). Each 
player selects one 
team to coach, then fills in a 
game plan sheet for each game 
on the schedule. You can also 
print detailed scouting reports 
which, like the game plans, can 
be given to the various coaches. 

The sheet asks you for a set 
of percentages. For example, 
on first and ten, will you run 
the ball 70% of the time, pass 
85% of the time, or some other 
variation? What about first and 
20? Third and between two and 
seven? What percentage of car¬ 
ries will the halfback handle? 
The fullback? Quarterback? In¬ 


to the wide side or short side. 
You also make calls for defen¬ 
sive plays in a similar fashion. 

Enter all the data for all the 
teams, and the computer plays 
out 16 weeks of games. After 
you complete the season, you're 
hopefully headed to the play¬ 
offs. You can set weather and 
other game conditions if you 
want, or have the computer do 
it for you. The project takes 
planning and commitment, but 
the rewards are great. 

So if you're looking for an 
action-oriented football game 
that looks like what you see on 
TV, NFL Pro League Football isn't 
for you. But if you want realis¬ 
tic results and a fascinating 
multi-player coaching game, 
it's superb. Add optionally 
available team disks from the 
'60s and '70s, and the ability to 
trade and draft, and you have a 
full NFL simulation. Now, if 
there was only a way to design 
your own touchdown dance.... 

GP 


Hardware requirements: 
640K minimum memory; 
hard drive required; VGA or 
EGA graphics; supports 
modem play. 


















larketed by MicroProse Software, Inc. 


A new Ice Age ravaged the world, toppling traditional 
governments and destroying law and order. When the ice 
finally melted, the survivors found another, more ruthless 
menace: the Saharan Empire, a brutal, totalitarian regime 
determined to control and manipulate everything in its path; 
empire so powerful it can only be defeated from within. 

As a member of C.O.B.R.A., an underground resistance 
movement, you must promote discontent and revolution 
among the empire’s populace through high-risk undercover 
operations that push your resourcefulness and judgement to 


Three different modes of play: Training, Firefight 
and Campaign. 

Sophisticated character generation lets you choose 
your character’s appearance, as well as psychological 
and physical characteristics. Over 4000 distinctive 
characters to interact with. 

Over a quarter million square miles of accurately- 
mapped 3-D terrain, drawn with light-sourced 
fractal graphics. 

Mission options include rescuing political leaders, 
oestroying snipping convoys, sabotaging power stations, 












REVIEWS 































































IE WS 


READER RABBIT 2 


LANCE ELKO 
































First^there was Second Front.) 
Now comes the most detailed computer 
simulation of the Allied invasion of 
Europe jg|as only SSI can deliver! 


HUBWHWHW 

■film 


►IBM 

►AMIGA 


A dvanced wargamers, 
£■ you've hailed Second 
■L R. Front" as the definitive 
simulation of the War in 
Russia. Now get ready for its 
sequel— Western Front! 

■ Contains the Overlord cam¬ 
paign game (starting before 
D-Day and ending in 1945) 
and Breakout from Normandy, 
Diadem and Bulge scenarios. 

■ Map covers France (west) 
to Berlin (east), and England 
(north) to Southern Italy. 

■ Control every detail of the 
land and air war — resolved 
down to individual tanks, 
artillery pieces, planes and 
infantry squads. 

■ Division-level strategic 
combat; for 1 or 2 players. 


STRATEGIC SIMULATIONS. INC. 
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Eye^Beholder II 


3 D View! 


Temple Darkmoon. 


One siip^jn combat or 
pi ihconvei^ation-rcan 
- bring the whole force of 
the enemy against you! 


tter...Meaner Than Ever/ 

; Yes! The exciting sequelto Eye of the 
V Beholder ismere! 

Like its cftvesome predecessor, EYE OF 
' THE'BEfiOLDER IIJptflcGEnD of Darkmoon is a 
graphically basqjMB&D computer fantasy role- 
playing saga -*with stunning pictures, realistic 

animation and 3-D "you-are-there" point 
of viay. EYE //gives you all this... 
ancrfnore — much more! 

BIGGER! A bigger adventure 
-includes forest, temple, catacomb 
ancLthree huge towers. The bigger 
story gives you more people to meet,'clues to learn and 
’mysteries to unravel/ BETTER! Better graphics and improved "point- 
P and-click" interface make playing even easier. MEANER! Lots of 
new, smarter, meaner monsters.* 

Transfer your characters and items from Eye of the 
Beholder, or create your own experienced group 
i of characters. Eithepway, you're in for more of 
the best fantasy role-playing experience/ 

TO ORDER BY VISA/MC: call 
1-800-245-4525 (in USA & 
Canada). To receive SSI's com¬ 
plete product catalog, send 
$1.00 to: SSI, 675 Almanor 
Avenue, Suite 201, 
Sunnyvale, CA 
J tel 94086. 


Brave the haunting forest s 
on the way to the dread r 


STRATEGIC SIMULATIONS, INC. 


SUPER MUNCHERS 


LESLIE EISER 


































We strangest things happen in fain taies—but nothing so strange as 
II the experiences you will encounter in your travels as Cornelius the I It 
Your true love, Elisa, has been Abducted by Necrilous the Not Very 
Nice, and imprisoned in his dark and formidable castle. To reach her, you 
must traverse enchanted woods, underground mines, jungle swamps and 
snowcapped peaks, where bizarre, villainous creatures and devious puzzles , 
j will test your mettle every step of the way! / 


Amiga version of the game. 

Ocean Software, ltd. 

1855 O'Toole Ave 
Suite D-102 

Sait Jose. CA 95131 , 


Electronic Ari 

(Distributor) 
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VENGEANCE OF EXCALIBUR 


JEFF LUNDRIGAN 


in last year's Spirit ofExcalibur, 
King Arthur's successor, 
Constantine, sent his knights 
on a quest across England to 
find the means of defeating the 
evil sorceress Morgan Le Fay. 
Although eventually van¬ 
quished, Morgan managed to 
summon the demon lord 
Shadowmaster. Now the 
Shadowmaster has stolen the 
Arthurian treasures, including 
Excalibur and even the Holy 
Grail itself. Constantine has 
been turned to stone, the court 

taken prisoner, the land with¬ 
ers — what can be done? 

In Vengeance of Excalibur, 
Virgin Games' second adap¬ 
tation of the Arthurian legend, 
the outlook for Camelot is none 
too promising. Only a few of 

Round Table are willing to 
pursue the Shadowmaster to 
Spain, most of which is ruled 
by the Muslim Caliph. With 
Moors to the 
south, feuding 
Christian kings 
to the north, and 
bandit armies 
roaming every¬ 
where in be- 

indeed^neT of 
the most dan- 
it gerous places in the world, 
i- Anyone familiar with 

“ Spirit of Excalibur will feel right 

a at home here, since Vengeance 
has essentially the same menu- 
driven, icon-based interface. 
You moveyour party of knights 
by clicking on a destination on 
a large tactical map, from which 
you can alsoaccessazoomview 
for exploring particular scenes. 
A series of nested commands is 
used for character interaction 
— effective when purchasing 
items or hiring troops, but dif¬ 
ficult to use quickly in combat. 

But don't think this sequel 
retains all the characteristics of 
the first game. Spirit ofExcalibur 




lacked a clear direction, leav¬ 
ing it up to the player to sort 
things out for himself with few, 
if any, clues about where to 
begin. Vengeance of Excalibur 
takes almost the opposite tack. 
The game is so linear, in fact, 
that an almost unbroken line of 
clues stretches from the start of 
the game to the end. 

For instance, at a certain 
point in the game you'll have to 
travel to the city of Barcelona to 
find an important item. The 
catch is that Barcelona is cur¬ 
rently occupied by Moors, and 
only an army can gain entry. 
Well, it just so happens that an 
army is camped outside the 
town where you learn this in¬ 
formation. Once you investi¬ 
gate, you find that they're 
refugees from Barcelona, just 
waiting for an excuse to go back 
and recapture the place. How 
convenient can you get? 

So most of the game's 
challenge lies not in figuring 
out what needs to be done, but 
in surviving the ensuing ordeal. 
The many dungeons and mazes 
are surprisingly lethal, and it 
takes considerable foresight to 
make it out alive. Simply hav¬ 
ing enough supplies on hand 
to heal everyone's wounds be¬ 
tween fights is not always 
enough to prevail. Luckily, the 


personal combat scenes are 
quite exciting to watch, despite 
the awkward battle menus. 

As with Spirit ofExcalibur, 
the most impressive feature by 
far is the graphic presentation. 
While not quite the visual feast 
of its predecessor. Vengeance of 
Excalibur is still extremely 
pretty. The graphics are color¬ 
ful, filled with lots of period 
atmosphere and touches of 
humor. One of the delightful 
aspects of the game is the as¬ 
sortment of odd characters you 
meet (unfortunately, you see 
less of them as the game 
progresses). 

Vengeance of Excalibur is 
certainly large and detailed, 
and remarkably handsome. 
While it may not be the most 
challenging experience you've 
ever had, if s undoubtedly an 
enjoyable game. 


Hardware requirements: 
640K minimum memory; 
hard drive recommended; 
VGA, MCGA, EGA, or Tandy 
graphics; supports Roland, 
Ad-Lib, Covox, and Tandy 3- 
Voice sound boards; sup¬ 
ports mouse (highly recom¬ 
mended). 












Available for 
Amiga, PC (VGA) 


U.S. Gold Ltd., 550 South Winchester Boulevard, 
Suit 200, San Jose, CA 95128 Tel: (408) 246 6607 


To order see your local retailer or call 1-800-245-7744 






























































“Patton Strikes Back... 
could become a classic, 
like Crawford’s ground¬ 
breaking Eastern Front .' 


GAME PLAYERS 



BEAT ADOLF AT HIS OWN GAME 


Patton Strikes Back: The Battle 
of the Bulge is the compelling 
new computer game that gives 
you a chance to foil the plans of 



See your strategy unfold on a stunning battle- 
map that shows divisions, supply lines and more. 

der Ftihrer himself. 

The daring German blitz¬ 
krieg was Hitler’s brainchild. And 
it almost succeeded. But “Old 
Blood & Guts” Patton was there 
to mount his own counterattack. 

Pit your strategic skills 
against Hitler’s top generals. Or if 
that seems too easy, switch sides 
and see if you can stop Patton. 


As you play, you’ll be bom¬ 
barded by newsreels of digitized 
WWII film clips.. .battlefield 
photos and bulletins.. .and 
dozens of fascinating war stories. 

Patton Strikes Back captures 
the chaos and confusion of one of 


history’s most bitterly fought— 
and most decisive—battles. 

Yet, thanks to the elegantly 
simple command system, even a 
rookie can quickly take charge. 
To issue orders, you merely 
point, click and drag. 


Like chess, the basic moves 
and strategies are easy to learn. 

But also like chess, 
it can take a life¬ 
time to master the 
nuances. 

Chris Crawford, 
America’s premier 
game designer, 
has created a new 


general for advice, credible, but not 


s at 500 Redwood Blvd, Novato, CA 949480121. MS 




incredibly complex. Endlessly 
exciting—but never mindless. 

In a word, it’s a kick. 

Patton Strikes Back runs on 
MS-DOS and Mac. See it at your 
dealer for $59.95 (suggested retail). 

SAVE 25% Call 1-800-521-6263 



^Broderbund 


38PSJ 







DIRECTORY 

DIRECTORY DIRECTORY DIRECTORY 


iSts? 

ssssr 

BSSfr 

BBSar 

Sfe, 

iSsissr 

issasr 

SSsn. 


Lucasfilm Games 

P.O. Box 2009 

San Rafael, CA 94912 

ReadySoft 

30 Wertheim Ct. 

Richmond Hill, ON 

ADVERTISER'S 

Maxis Software 
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Canada L4B 1B9 
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AdLib BC 

Broderbund 57,79 
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Chips & Bits 40,41 

Covox 80 
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Spectrum HoloByte 43 

SSI 3,71,73 
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SOUND MASTER® II 

Ro““ S 

■ 4 The Most Compatible 

lilMH Sound Card In The World 

.§ls= r :§§§33"~ 

Westgate Drive', Greensboro°, 

# M° VOX Vdce Master®, Speech Thing®, 


Your Best Choice For Multi-Media Sound. 


ORDER HOTLINE: (503) 342-1271 Mon-Fri, 8 AM lo 5 8 pM PST 

Guarantee if not completely satisfied. One year warranty on hardware. ^ M ° my BaCk 
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n medieval Germany, reality is 
more horrifyiny than fantasy. 



cu 

tep tack to 15tli Century Germany 
— a feudal society in wliicli tke Emperor 
is powerless. Private wars a mong nobles 
are rampant. And men call on alckemy 
and saintly intercession to skield tkem- 
selves from^plague, witckcraft, and tke 

Darlzlands ™ sets computer role- 
playing kack 500 years, as it plunges you 
into tkis autkentic and sinister setting. 

To survive, and kecome tke stuff of 
legend, you , ll kave to lead your keroic 
kand against klood-tkirsty rokker 
knigkts, witckes, dragons, and tkieves. 

Eack quest comkines tke otker- 
worldly excitement and intense realism 
you can only get from MicroProse—tke 
leader in simulation software. 

So look for Darklands wkere you 
kuy computer games. Because tkis 
[ Marck, tke Middle Ages return. 

AflCROPROSE 






Darhlaitds 

Heroic Adventures in Medieval Germany 







based reference, educational and business 
applications. 

Ad Lib Gold is fully MPC" compatible. And it 
comes complete with software for sound record¬ 
ing and playback, and for synchronizing sound 
with popular presentation software. Plus a ready- 
to-use music collection with everything from 
Bach to rock. 

And only Ad Lib Gold expands as your sound 
needs grow. With an optional piggyback Surround 
Sound Module. An Ad Lib Gold Telephone Answer¬ 
ing System that turns your computer into a fully 
automated phone management system. I 
Plus two SCSI options which open the 
door to the awesome sound, music and 
data rich world of CD-ROM. 

So open your ears and go for the Gold. 

Because when it comes to hot PC sound, I 
nothing's as big as Ad Lib Gold. See your I 

oS a AdSat r 1-800-463-2686.1 


caught up with 
the revolutionary 
new Ad Lib Gold- 
Stereo Sound Adapters— 
but you'll wish it had. Because when 
you hear the mega-sound Ad Lib Gold cranks 
out, you'll be stretching your ears to take it all in. 

Thanks to a new super-advanced stereo sound 
technology, you'll hear more depth, clarity and 
eardrum-bursting intensity than with any other 
sound board in this price range. You get superb 
synthesized and digitized sound to make your 
games and multimedia applications explode with 
power. 

Like realistic speech so clear, it's unreal. Sound 
effects like you hear in the movies. And music that 
will have you looking in your PC for an orchestra. 

This is the stuff you've been waiting for! 

Ad Lib Gold is great for the next generation of 
games. And it's perfect for today's newest sound- 


^ Ad Lib Inc, 50 Staniford Street, Suite 800, Boston, MA 02114. Phone: (418) 529-9676 Fax: (418) 529-1159 


New Ad Lib Gold. Quite possibly, more sound 
than your ears were designed to handle. 
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YOU SAVE 37% 

My one year subscription (6 issues) is 
only $14.95! 


City --- 

State _ Zip _ 

ORDER NOW AMD SAVE! 

Charge C3VISA □ MC dAmEx □ Send Bill 

























































Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com 


No profit is made from these scans, nor do we offer anything 
available from the Publishers themselves. 


If you come across anyone selling releases from 
te, please do not support them and do let us know. 




